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Not everyone is an adept. Some of us learn 
our trades the old-fashioned way. 


@ 


e HARROK, BLACKSMITH « 


To sweeten the wait for the release of the first two Earthdawn 
Third Edition core rulebooks, the Player’s Guide and the Game- 
master’s Guide, we are featuring a handful of previews over the 

next weeks. In each installment, we look at a major aspect of the 

Earthdawn game system and detail how things have changed 

with the new edition. In this third preview, we look at talents, 
skills, and talent knacks (though the latter will appear in the 

Player’s Companion). 


TALENTS 

From the first preview, you will have discovered that your 
Earthdawn Third Edition adept has a choice between different 
talents, but has fewer talents overall (there are no Circles granting 
three talents any more). Further, some talents are gone completely 
or have been turned into talent knacks. Also, a number of new 
talents have been added to the list, either from previously-pub- 
lished supplements or designed for the new edition. 

Talents that have been removed include those that sort-of did 
what another talent did. These talents have been merged or only 
one of them has been retained. For example, Great Leap and 
Lizard Leap have been merged, allowing the character to both 
jump high and far. Weapon History is gone, as Item History does 
all of its job and more. Lock Sense? Well, whoever found this 
useful can now use Search. There are more examples, of course. 

You may be familiar with some of the new talents from the 
open playtest of the Alternative Discipline Mechanics. Some 
of these have been introduced to cover gaps, but we have lim- 
ited the introduction of new talents to what was necessary to 
ensure a level of compatibility. 

There was a small list of abilities that cluttered the three-talent 
Circles in previous editions; talents every adept could learn, but 
were hardly ever used in the game. Ritual of the Ghost Master, 
Talent Pattern, and Attribute Pattern are now talent knacks for 
Thread Weaving. And here’s the answer to the “why do I have to 
use Thread Weaving to advance?” question you undoubtedly had 
after reading the first preview: Thread Weaving is used for more 
than just weaving threads in Earthdawn Third Edition. It is used 
for most Tests required by your Discipline Abilities (like the Ele- 
mentalist’s Fire and Ice ability) and it is the Step Number used 
for some talent knack effects specific to your Discipline. This use 
of Thread Weaving has not yet reached its potential, but we'll get 
there in time. Before you ask: if you fail a Test to weave a thread 
to amagic item, your character does not have to increase his Rank 
anymore—he just has to wait a bit before trying again. 

A few more notes about talents in general, before we take 
look at skills: almost all talent descriptions have been worked 
on. They are now shorter, use fewer exceptions and special 
rules, and are better structured overall. The effects of most 


talents used in combat have also been broadened so talents can 
be combined better and are less specialized. This change is 
mostly in regards to ranged combat. For example, Mystic Aim 
now works with thrown and missile weapons alike, and this 
change goes through all such talents, and effectively allows 
you to have an Archer who uses only thrown weapons only 
miss out on a couple of talents (such as Flame Arrow—but 
what can you do if you play a troll Archer who specializes in 
throwing tree trunks...). 


SKILLS 

Skills have been cleaned up a little. Earthdawn Classic had 
more skills than Earthdawn First Edition, but Earthdawn Third 
Edition has less. This is because we have eliminated skills that 
are also available as high-Circle talents (it was pretty frustrating 
if you just got Quickblade for your Warden Swordmaster and 
only then realized it’s also available asa skill). To compensate, a 
few low-Circle talents have come back to the list. And with the 
exception of Alchemy, no skill targets Spell Defense anymore. 
Asa general rule, abilities that enhance Initiative or Damage 
(with some exceptions, such as Surprise Strike) are now reserved 
exclusively for adepts. 

In addition to the actual skills, Earthdawn Third Edition has a 
completely revised system for Knowledge skills. The new system 
is more useable (and mirrors what we have used in our games). We 
also have included an optional rule for “practical knowledge”, a 
guideline that allows you to use General skills to make Knowledge 
Tests, for example using your experience with Melee Weapons 
to gain Knowledge about weapons. 


TALENT KNACKS 


Talent knacks appear in the Player’s Companion, and are not 
tied to specific Disciplines anymore, only to the talents they 
build on. Every adept who has Unarmed Combat can learn the 
Head Butt knack. If you have Unarmed Combat as a Discipline 
talent, though, you can learn it earlier, cheaper, and faster. That 
there is hardly any way to restrict a knack to a specific Discipline 
also means that some had to change, and a handful had to go. 
For example, the Swab the Deck knack was an Air Sailor knack 
based on Melee Weapons. But why should anyone except an Air 
Sailor, or perhaps a Sky Raider, know how to use it? So it had to 
change and is now based on Air Sailing. 

One single option to restrict a knack to one Discipline remains: 
Thread Weaving. Because Thread Weaving is unique to each Dis- 
cipline, it can be the base for a knack that only one Discipline can 
learn. This system is somewhat less flexible than the old one, but 
makes talent knacks more interesting for players (as they have 
more choices than before) and for creating new knacks. 
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KARMA RITUAL 
Step: Rank 
Karma: No 


X f nique to each Discipline. 
WA The adept performs a 


Karma ritual unique to his Race Modifier 
Discipline to replenish his 

pool of Karma Points. An Dwart zat 
example of a typical Karma Elf x4 
ritual is included with each Human x5 
Discipline description. The Obsidiman x3 
ritual takes a half hour to Ork x5 
complete and can be per- 

formed once each day. Once Troll ae 
the adept has completed his T’skrang x4 
Karma ritual, he can pur- Windling x6 

chase a number of Karma ; 

Points no greater than his Karma Ritual Rank for 10 Legend Points 
each. For example, an adept purchasing 4 Karma Points deducts 
40 Legend Points from this Current Legend Points. Karma Points 
are added to the adept’s Current Karma Points. An adept cannot 
have more Karma Points than his Maximum Karma Points allows, 
determined by multiplying the adept’s racial Karma Modifier by 
his Karma Ritual Rank (see Karma, p.29, for more information). 


Action: NA 
Strain: 0 


KARMA MODIFIER TABLE 


Karma 


LASTING IMPRESSION 
Step: Rank+CHA Action: Standard 
Karma: Yes Strain: 0 


‘k he adept impresses a group of characters on first meeting 
Ae them or when leaving the group. He strikes a dramatic pose 
or makes a short impassioned soliloquy, then makes a Lasting 
Impression Test against the highest Social Defense among the 
target group, +1 for each additional character. If successful, a pow- 
erful image of the adept is imprinted in the targets’ minds. The 
adept adds his Lasting Impression Rank to Interaction Tests he 
makes against the affected characters for a number of weeks equal 
to his Lasting Impression Rank. Once impressed, a target cannot 
be affected by the same adept until the talent’s duration expires. 
If, after using this talent when leaving the group, the adept is seen 
by any of the target characters within one day of his departure, 
the effect ends. 


LEADERSHIP 
Step: Rank+CHA 
Karma: Yes 


Action: Sustained 
Strain: 0 


‘k he adept leads a group of gamemaster characters no larger 
Mew than his Leadership Rankx20 members by giving a short 
speech, then making a Leadership Test against the highest Social 
Defense among the target group. If successful, characters with a 
Neutral attitude or better towards the adept follow his lead. The 
Result Level determines the talent’s effect and duration. An Aver- 
age Result means the target group treats the adept as their leader 
for his Leadership Rankx 10 minutes; a Good Result for a number 
of hours equal to his Leadership Rank; an Excellent Result means 
the target group treats the adept as their leader for Leadership 
Rank days. While under the adept’s leadership, the target char- 
acters will follow his lead and accept him as their commander. 
This grants him an authority typical to being their designated 
commander in a military environment, but can be used in other 
situations, such as being a superior in an administration or a fore- 
man in construction. If the adept causes any individual to change 
his Attitude to worse than Neutral, the individual is not bound to 


% _ follow the adept any more. 
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LIFe CHECK 
Step: Rank+TOU 
Karma: No 


Action: Free 
Strain: 0 


sk he adept gains a last chance to save himself from dying. When 
Hew the adept’s Current Damage equals or exceeds his Death Rating, 
he spends a Recovery Test, makes a Life Check Test, and reduces his 
Current Damage by the result. This may be repeated for as long as the 
adept has Recovery Tests available or until his Current Damage is 
reduced below his Death Rating. Once the adept’s Current Damage 
is reduced below his Death Rating, he has avoided dying. If his Cur- 
rent Damage is reduced below his Unconsciousness Rating, the adept 
also regains consciousness. Unsuccessful use of Life Check does not 
prevent the application of other means that prevent the adept from 
dying, such as applying a last chance salve (p.265). 


LIFESIGHT 
Step: Rank+PER 
Karma: No 


Action: Simple 

Strain: 1 

TT: he adept can see the strength and composition of another 
eM being’s life force by making a Lifesight Test and compar- 
ing the result against the Spell Defense of each living being within 
Lifesight Rankx 10 yards. If successful, the adept can see that tar- 
get’s life force—which appears as an interpretation of their astral 
imprint—for a number of rounds equal to his Lifesight Rank, and 
gains qualitative information about it. A vibrant, healthy life force 
appears as a strong but delicate latticework of light and opalescent 
force. Weaker life forces are dimmer, and parts of the latticework 
may appear warped or broken. The life force ofa character near death 
shows almost no visible latticework, just a few disconnected bright 
spots, one or more of which is fading. An adept can use Lifesight to 
view a target's life force through solid, non-living objects. For example, 
a character could see the life forces of people hiding behind a brick 
wall, but not someone hiding inside the bole ofa tree. 


LION HEART 
Step: Rank+WIL 
Karma: No 


Action: Free 
Strain: 0 


TT: he adept’s resolve improves, allowing him to use his Lion 
few Heart Step in place of his Willpower Step when making tests 
to resist the effects of fear or Intimidation. An adept cannot use 
both Lion Heart and Resist Taunt against the same attack. 


LIP READING 
Step: Rank+CHA 
Karma: Yes 


Action: Standard 
Strain: 1 


TE: he adept eavesdrops on a conversation by watching the target 
Hew character's lips move and making a Lip Reading Test against 
the target’s Social Defense. If successful, he is able to read what 
the speaker is saying for a number of minutes equal to the Test 
Result, as long as he can see the target’s lips. The adept must be 
able to understand the language being spoken to make sense of 
the conversation. If he doesn't, the adept can phonetically sound 
out what the target is saying, allowing someone nearby who can 
understand the language to translate for him. 


LOCK PICKING 
Step: Rank+DEX 
Karma: No 


Action: Standard 
Strain: 0 


TT: he adept conjures a set of pale blue telekinetic lock picks 
eM which he used to open mundane and magical locks by making 
a Lock Picking Test against a Difficulty Number determined by the 
gamemaster for mundane locks, or against the lock’s Spell Defense for _ 
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MIND TRICK 
Talent: Mind Wave 
Rank: 9 


‘sk he adept spends a Karma Point to make a character follow a 
Hew simple one or two word order and makes a Mind Wave Test. 
Ona Good Result, the target follows the command for the dura- 
tion of the talent. The target remains unaware that his actions are 
being controlled by someone else until the talent ends. Each round, 
the target may make a Willpower Test against the adept’s Mind 
Wave Step to end the effect. The adept must stay within Mind Wave 
Rank x 2 yards (Rank hexes), or the effect ends. 


MOLD SPIRIT 


Talent: Summoning 


Rank: 11 

old Spirit allows the adept to either strengthen or weaken 
@MA5 a spirit by influencing its connection to its native plane. 
The adept spends 1 Karma Point and makes a Summoning Test 
against the spirit’s Spell Defense. For every Result Level achieved, 
starting with an Average Result, the spirit incurs a +1 bonus or -1 
penalty (at the magician’s choice) to all of its Action Tests until it 
returns to its native netherworld. A spirit can only be the target of 
one Mold Spirit Talent at a time. 


MOUNTAIN HOOF 
Talent: Trick Riding 
Rank: 8 


sk he adept may safely ride his mount at extremely steep angles, 
Hew up toa60-degree slope. The Strain cost is taken by both rider 
and mount. The mount cannot be carrying more weight than its 


Strain: 1 


Strain: 2 


Strain: 2 per round (see text) 


Carrying Capacity allows, including the rider, and cannot drag 
anything behind it while traversing the slope. 


NAMe¢ SPeLL 


Talent: Spellcasting 
Rank: 8 


ik he magician may cast Named spells. The Strain cost varies, 
Hew based on the spell’s Circle. See Named Spells, p.XX, and Cre- 
ating Permanent Spell Patterns, p.XX, for more information. 


NeTHeK SEXTANT 


Talent: Bone Compass 


Rank: 12 

nstead of detecting a True Pattern, the adept detects gateways 
ma to a specific Netherworld he has previously visited, provided 
a gateway to the Netherworld is within Bone Compass Rank 
Miles. 


OFFGUARD 


Talent: Picking Pockets 
Rank: 7 


TT: he adept distracts a target while picking his pockets, making 
few it harder for the theft to be noticed. After making his initial 
Picking Pockets Test, the adept makes another Picking Pockets 
Test, using the Offguard knack, against the target’s Social Defense. 
If successful, the target automatically fails to notice the theft. The 
same does not apply to onlookers, however. 


ORBITING WATCHER 


Talent: Orbiting Spy 
Rank: 8 


sk he adept places a spy spirit to watch a place, item, or being. 
few He makes an Orbiting Spy Test to summon the spirit, as 
normal, and then makes a second Orbiting Spy Test against the 
Spell Defense of the place, item, or being to be watched. If success- 
ful, the spy spirit remains with the target for the duration of the 
talent. The spirit can communicate with the adept up to a distance 
of Orbiting Spy Rank miles. 


PHOTOGRAPHIC MEMORY 


Talent: Book Memory 
Rank: 10 


TT: he adept remembers the exact details of a place, up to Book 
few Memory Rank in yards in every direction. He makes a Book 
Memory Test against the highest Spell Defense of any item or 
character (or the place itself) in the area. If successful, the adept 
successfully memorizes the details of the place. The place counts 
as one book for the purpose of the Book Memory talent, but of 
course cannot be transcribed as a piece of text could be. Like look- 
ing up a memorized book, the adept can envision the place in his 
mind’s eye, allowing him to use the Evidence Analysis talent to 
ask questions about the scene, or just examine details if he had to 
leave the scene in a hurry. 


PIN DOWN 


Talent: Unarmed Combat 
Rank: 7 Strain: 2 


sk he adept more effectively grapples and holds downa Knocked 
Hea Down opponent. Ifthe adept makes a successful Grappling 
attack against his opponent using the Pin Down knack (see Grap- 
pling, p. 230 of the Player’s Guide), he is not considered Knocked 
Down himself (although he is more easily Blindsided as he is not 
able to turn away from the opponent without breaking the lock). 
The adept can maintain the grapple as normal. 


Strain: 1+ (see text) 


Strain: 3 


Strain: 4 


Strain: 1 
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SHIELD CHARGE 


Default: No 
Strain: 1 


Step: Rank+STR 
Action: Free 


sk he character bashes an opponent with a shield. It is used as 
Hew described for the Shield Charge talent, p.79. 


SILENT WALK 
Step: Rank+DEX 
Action: Standard 


Default: No 
Strain: 0 


sk he character muffles the sound of his passage by moving care- 
IW fully and cautiously. He actively focuses on avoiding making 
any noise, requiring him to take a Standard Action when moving. It 
is otherwise used as described for the Silent Walk talent, p.79. 


SLOUGH BLAME 
Step: Rank+CHA 
Action: Standard 


Default: Yes 
Strain: 2 


y y he character temporarily diverts suspicion and blame from 
Hew one character to another. Apart from the Strain cost, it is 
used as described for the Slough Blame talent, p.80. 


SPEAK LANGUAGE 
Step: Rank+PER 
Action: Standard 


Default: No 
Strain: 0 


k he character learns to communicate with others in different 
Mew languages. See Language Skills, p.91, for details on how the 
skill differs from the talent. It is otherwise used as described for the 
Speak Language talent, p.80, but does not cause Strain. 


SPRINT 
Step: Rank 
Action: Simple 


Default No 
Strain: 3 


S print allows a character short bursts of fast movement. It is 

used as described for the Sprint Talent (p. 81), except that it 
causes more Strain and applies a character’s Initiative Penalty as 
a penalty to the skill Rank. 


STREETWISE 
Step: Rank+CHA Default: No 
Action: Sustained Strain: 0 


character with the Streetwise skill knows the ins and outs of 
urban environments, particularly the seedier side of cities. 
Streetwise is used like the Etiquette skill for scenarios where the 
character tries to fit into criminal or street subculture, but modifiers 
to the Difficulty Number are not applied as frequently. Additionally, 
Streetwise allows a character to gain the trust of other charac- 
ter living apart from society who would otherwise not speak to 
him (and thus not allow an Etiquette Test). The character makes a 
Streetwise Test against the highest Social Defense among a target 
group, +1 per additional character. If successful, the targets are 
convinced that the character is a local street element and not sent 
by the authorities or otherwise out to disrupt their trade. They will 
now interact with the character, but are not necessarily friendly. 
Streetwise can also act as a Knowledge skill when trying to find 
information typically available to local underground characters, 
such as the location of black markets. The character does not have 
any knowledge, but can emulate a Knowledge skill by asking around, 
dropping a few silvers into the right palms. This follows the rules for 
Making Knowledge Tests (p. 89). 


a PTER 7 | Skills 


SURE MOUNT 
Step: Rank+STR 
Action: Free 


Default: No 
Strain: 0 


sk he mounted character avoids being dismounted. It is used 
few as described for the Sure Mount talent, p.82. 


SURPRISE STRIKE 
Step: Rank+STR 
Action: Free 


Default: No 
Strain: 1 


TT: he character takes advantage of the element of Surprise 
AM against an opponent, increasing the damage of his attacks. 
It is used as described for the Surprise Strike talent, p.82. 


SWIFT KICK 
Step: Rank+DEX 
Action: Free 


Default: No 
Strain: 1 


TT: he character makes a bonus unarmed attack against an oppo- 
few nent by kicking him, or using his tail ifhe is a t’skrang. It is 
used as described for the Swift Kick talent, p.82. 


SWIMMING 
Step: Rank+STR 
Action: Standard 


‘A Ilt’skrang, and many 
other Namegiver 


races who live near water, 
learn to swim as a method 
of movement, but also as 
part of their basic survival 
skills. Characters use the 
Swimming skill to move 
through the water by 
making a Swimming 
Test against a Difficulty 
Number determined by 4 
the condition of the water 
around him, as given in the Water Condition Table. Swimming 
uses a Standard Action in every round spent swimming, but a 
Swimming Test is only made when the water condition changes 
or at the gamemaster’s discretion. While swimming, a character’s _ 
Movement Rate is reduced (see Races and Swimming below). 
When swimming with or against a strong current, the gamemaster 
may grant a bonus ora penalty to the Movement Rate. Characters 
who fail their Swimming Test make no appreciable progress. On 

a Pathetic Result, the character starts drowning (see Drowning 
in the Gamemaster’s Guide, p. 109). 


Default: Yes (see text) 
Strain: 0 


WATER CONDITION TABLE 


Difficulty 


Water Condition Number 


Calm water 
Small waves 


Slow river current 
Moderate river 
current 

q Major river current 


Open ocean 


Races and Swimming 

Obsidimen cannot swim. If an obsidiman falls in the water he 
sinks and must find another way to quickly climb out. Obsidimen 
never possess knowledge of the Swimming skill and cannot even 
use it as Default Skill. 

Windlings only swim if they have no other option, as getting 
their wings wet cripples their flying ability. Windlings never use 
Swimming as a Default Skill, although intrepid members of this 
race can learn it. Windlings use half their ground Movement Rate 
when swimming. 

T’skrang are at home in the water and use their normal Move- 
ment Rate when swimming. 

All other races move at half their normal Movement Rate while 
swimming. 


